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INTRODUCTION
Colleges of Education faculty and future teachers must begin to explore, understand, evaluate and learn in virtual environments which are common to the learners that will comprise their future classrooms.
Technology continues to be seen as a means of revolutionizing teaching and learning. Educational technologists routinely provide research to support the use of technology to accelerate learning, to make educational practice more efficient and effective (Oliver, 2006 ) and enhance learning opportunities through online learning environments (Franklin & Vonderwell, 2002) .
Recently, digital games and virtual worlds have attracted educational researchers, curriculum developers, and school administrators as a means of providing an interactive environment for learning. These educators suggest that interactive games can empower teachers and learners by allowing learners to take greater responsibility for their own learning (Pelletier, 2005) .
Modeling a constructivist environment in which the learner has control over his/her learning a virtual world has a social context in which multiple learners can interact in a way that conveys a sense of presence which is typically not found in console-based games (Horizon Report, 2005) .
When educators think of virtual worlds, their first thoughts are of games in which violence abounds, people shoot creatures from outer space and dragons fly and are played on game consoles. Console gaming has moved to the Internet and Web 2.0 is maturing, allowing for today's virtual reality to be created. Virtual reality can be used to create rich educational simulations of real world experiences through the use of Web 2.0 technologies (Skiba, 2007) . The Horizon Report 2007states, "Virtual worlds are richly immersive and highly scalable 3-D environments" (p. 18). In a virtual world the user has a sense that he/she is actually there in the space a feeling of being there. This presence affords the user the capability of reacting in similar fashion within the virtual world as in the
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real world (Skiba, 2007) .
Users typically come into the virtual world as an avatar. An avatar is an animated graphical character that represents the user and in the case of an educational setting-the learner. Johnson, Rickel, and Lester (2000) have used avatars as tutors for engineering students in a virtual world (as cited in Morton & Jack, 2005 
The Course
The graduate course developed and examined in this The educational strengths and weaknesses were many Unfortunately, if educators do not take the reservations and concerns presented earlier seriously, limited access to virtual worlds, simulations and learning environments on the web will continue to impede possible learning opportunities in K-12 schools.
